Gen Z gamers are influencing
families purchases and ways

of paying

Many younger people in Latin America and the Caribbean are entering the financial and
banking industry through ways other than traditional banks such as: Apps, crypto, and
video gaming. Gaming is fast becoming a prominent way by which Generation Z
consumers are introduced to financial tools and methods of digital spending.

Latin America and the Caribbean is home to
314.5 million gamers. This market is expected
reach almost US$11 billion in revenue by 2025
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Influencing the family on how to pay

Young, digitally connected people are influencing their parents
on how to pay for things, who have tended to traditionally use
banks instead of apps. Parents may be called upon to pay for
certain game-related items for their children using apps or
digital wallets. In some cases, entire families begin using
certain digital payment methods due to the influence of the
young gamers among them.

According to Javelin Strategy & Research,
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cash. P2P payments platforms have provided
an alternative to cash, positioning them as an
influential financial gateway for Gen Z.”¢
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Visais here to help you

Contact your Visa account executive to learn how we can help you develop a
strategy to build an effective digital wallet solution for your business.
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ABOUT VISA:

Visa (NYSE: V) is a world leader in digital payments, facilitating payments transactions between consumers, merchants, financial institutions, and
government entities across more than 200 countries and territories each year. Our mission is to connect the world through the most innovative,
convenient, reliable and secure payments network, enabling individuals, businesses and economies to thrive. We believe that economies that include
everyone everywhere, uplift everyone everywhere and see access as foundational to the future of money movement. Learn more at Visa.com.

The information, recommendations, or “best practices” contained herein (the “Information”) are provided "AS IS,” and are intended for informational
purposes only and should not be relied upon for business, operational, marketing, financial, legal, technical, tax, or other advice. Visa is not responsible
for your use of the Information (including errors, omissions, inaccuracy, or non-timeliness of any kind) or any assumptions or conclusions you might
draw from its use. Visa makes no warranty, express or implied, and explicitly disclaims the warranties of merchantability and fitness for a particular
purpose, any warranty of non-infringement of any third party's intellectual property rights, any warranty that the Information will meet the
requirements of a client, or any warranty that the Information is updated and will be error free. To the extent permitted by applicable law, Visa shall
not be liable to a client or any third party for any damages under any theory of law, including, without limitation, any special, consequential, incidental,
or punitive damages, nor any damages for loss of business profits, business interruption, loss of business information, or other monetary loss, even if

advised of the possibility of such damages.
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